Abstract-In 2016, the number of Internet users in Indonesia was 132.7 million users or about 51.5% of the total Indonesian population, and around 63.1 million internet usage came from smartphone users. Cities in Indonesia are experiencing many positive changes and Indonesia is implementing Smart City. Bandung is one of the Smart City. One of innovative application of Bandung Smart City is made an application to help business actors in Bandung city to facilitate in doing business licensing by using an application called GAMPIL. GAMPIL Application user has user experience and user satisfaction with the average value of moderate category in the continuum line of research. User experience towards user satisfaction of GAMPIL Application users have a positive and significant relationship with a value of 99,2% and the remaining 0,8% are influenced by other variables.
I. INTRODUCTION
he number of Internet users Indonesia in 2016 was 132.7 million users or about 51.5% of the total Indonesian population of 256.2 million. Most Internet users are on the island of Java with a total of 86,339,350 users or about 65% of the total use of the Internet.
This encourages the Government of Bandung, as a city with higher growth requires a more qualified urban system with the utilization of media and technology. For that, in this digital era, the ability of supervision from the local government also needs to be upgraded. With the real city monitoring in order to solve the problem effectively and efficiently [1] . With the increasing number of Micro Small and Medium Enterprises (MSMEs) spread throughout Bandung City with various types of businesses [2] . The perpetrators of MSMEs is facilitated by the Government of Bandung in developing its business. Beginning with the launch of (GAMPIL) Gadgets Mobile Application License application) which is mobile application that allows the citizens of Bandung / MSMEs to get licensing business easily and quickly. All efforts owned by the government to realize the reform of good service through the online system also is not always running well and without obstacles. In its implementation to the citizen, there are still challenges and obstacles that approach the DPMPTSP (Dinas Penanaman Modal dan Perizinan Terpadu Satu Pintu) in carrying out the service by using the online system. User experience is often interpreted as the achievement of a product or service that is considered successful or failed by its users. Can be interpreted, successful or failure of a product or service according to user experience reflects the satisfaction or not perceived by the customer. [3] The phenomenon of user experience has been growing. According to Dobrota, Nikodijevic, and Mihailovic (2012), who conducted research on the Influence of The Customer Experience on Satisfaction with Mobile Phones, the results show that the market considers the needs of customers that make the user experience has a positive value that impact on customer satisfaction. Another research on Understanding Customer Satisfaction and Loyalty: Empirical Study of Mobile Instant Messages in China was conducted by Deng, et al (2010), the results show that the Functionality, Trust, Emotional, and Service Quality perceived by users significantly influence customer satisfaction. Then the Government of Bandung should be able to ensure that the services provided are in accordance with the expectations and desires of the citizens. In essence the Bandung City Government should seek and develop ways to maintain and satisfy the public. Based on the description above the author will conduct research on the influence of user experience to user satisfaction toward GAMPIL Application users.
II. LITERATURE REVIEW
A. User Experience The user experience is the experience of a product or service created for someone who uses it in the real world. When the product or service is developed, people pay much attention to the product or service [4] . B. Elements of User Experience The user experience is widely depicted on all aspects of the interaction between users and products. The UX concept varies in terms of the scope, object, or element under consideration [5] . 1. Functionality Functionality as tools and features that enable users to complete task and achieve their goals [6] www.ijsrp.org trust is the user's perception of the competence and knowledge of the provider of the expected behavior, namely integrity [7] . 3. Emotional The emotional value is the utility derived from the feelings or affective states that a product generates [8] . The play or fun gained by using the service for its own sake is related to emotional value [9] . 4. Service Quality Service Quality (ServQual) is the expected level of excellence and control over the level of excellence to meet user desires [10] . C. User Satisfaction Satisfaction is expressed as the level of feeling in which how one feels good pleasure or disappointment that describes the results of comparisons of perceived and expected perceived product / service performance [11] . D. The relationship between variables X and Y Building a user experience for a user satisfaction company should provide a user experience about the products / services offered. So, users can use and instantly feel the experience of a product / service. The user's perceived experience will be different, the similarity lies in the way it works that there is often a difference between successful and unsuccessful products / services (Garret, 2011). According to (Deng & et, 2010) , Understanding Customer Satisfaction and Loyalty: An Empirical Study of Mobile Instant Messages in China suggests that user experience involvement with user satisfaction is based on how the user's perspective on functionality, trust, emotional and service quality which is prolonged. Based on the exposure put forward by previous research, it can be concluded that user satisfaction or dissatisfaction can be felt if the user has felt or use (user experience) a product / service when someone has bought or used the product / service. E. Research Framework 
D. Population and Sample
The population in this study is the user of GAMPIL application. Sampling technique used in this research is purposive sampling. Samples taken in this study were 398 respondents.
E. Data Testing Technique
The data testing technique used is the validity and reliability test which is one important aspect that must be considered in arranging the questionnaire. To facilitate the calculation of validity and reliability in order to obtain accurate data and minimize errors, data processing is done with the help of Statistical Programs of Science Software (SPSS) for Windows.
IV. RESEARCH RESULTS AND DISCUSSION
A. Validity and Reliability Test 1. Validity Test Validity means the extent to which precision and accuracy of a particular measuring instrument performs its function size. Validity test is a measuring tool used to get the data is valid. Valid means the instrument can be used to measure what should be measured [11] . The value of validity is essentially a correlation value. Therefore. to test the validity is done by the total item correlation technique which is the basis of the pearson correlation. 2) The value of X is the value of the User Experience (X). If there is an increase of one variable unit of User Experience, then the value of Y will increase by 0,376 or 37,6%. Because the value of the regression coefficient is positive (+), then it can be said that the influence of user experience (X) have a positive effect on user satisfaction (Y). F. Hypothesis Testing 1. T Test www.ijsrp.org
The for user experience is 222,835 with 1,966 then 222,835 > 1,966 shows that user experience has significant effect on user satisfaction. The coefficient regression has positive way that show user experience has positive significant affect towards user satisfaction. This result means hypothesis 1 is accepted. [14] . Meanwhile, for the result of T test produce > (222,835 > 1,966) thus obtained the result where H0 is rejected. So, it can be concluded that the user experience has a significant affect towards user satisfaction on GAMPIL Application. Then, to find out how much influence of user experience towards user satisfaction of GAMPIL Application users can be determined by calculating Coefficient of Determination value (R 2 ). Results of data processing found that the value of (R 2 ) is 0,992 with the percentage of 99,2%, this means that user experience has an influence 99,2% towards user satisfaction of GAMPIL Application users, while the remaining amount of 0,8% influenced by other factors outside this research.
V. CONCLUSION AND SUGGESTION A. Conclusion
Based on the results of research on the influence of user experience towards user satisfaction of GAMPIL Application users, then the conclusions obtained are as follows: 1. GAMPIL Application users have enough user experience, such as those in continuum line with the average percentage of user experience equal to 62,1% which is in the moderate category. That is the average of GAMPIL Application users has been quite satisfied both in the aspect of the functionality, emotional, trust, and service quality. 2. GAMPIL Application users have enough user satisfaction level, as in the continuum line with the average percentage of user satisfaction of 62% which is in the moderate category. That is the average GAMPIL Application users has good enough satisfaction by providing a good service. 3. Based on the coefficient of determination (R2), user experience has an effect of 99,2% user satisfaction of GAMPIL Application users and the remaining of 0,8% influenced by other factors not examined in this study.
